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FIRST 


"Do you believe there's another world 
besides this one? [...] 


L meeing Make iclias one lovitt..- 
euimieaiceinc i. il 


Do you think I could be more than I am? 
Like, do I seem strong enough... to 
hold a new world inside of me? " 


- Archive 81 


_ 


You, for now, are living a small modern 
life, calm, mundane, when suddenly... 

™ When you became the Witness of disturbing 
mm things ! Things that do not fit totally 
* with what we defined as "reality". 

_ Recount your first steps into this world, 
which may will lead you to the 


KU mOm ene Wetrad Arnechives:. 


This game is an introduction to the solo role-playing games 
"Strange K7 in Weird Archives" 
but is written more broadly as an introduction 
to solo TTRPGs. 


If you don't know about solo RPGs, picture it as a sort of story 
where you are the hero or a kind of narrative video-game. 
Instead of a joystick, you will play with 6-sided dice to determine 


your luck, and use your voice (or writing) to narrate your adventure. 
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Because nobody is here to give the cue or guide you, dice and 
random tables will be your allies, whether it be to answer a 
question, inspire you and even surprise you ! 


This book is divided into several parts : they will guide you and 
advise you from scene to scene. 

In it, you will discover the various game mechanics, step by step, 
and let you create a character facing the supernatural for the first 
time in their life. 

The ideas you are going to sow during this introduction can totally 
be re-used later, to flesh out your stories and create a complex 
universe. 


MATERIAL 

- Print the character sheet and game aids, available in the 
2d booklet, and keep them near you. 

- Take one 4-sided die (d4), four to five 6-sided dice (d6) 
and one 12-sided die (d12), or use an app to roll the dice. 

- Things to write with and why not something to record you 
talking, such as your phone, computer or a good ol' tape 
recorder. 

- In addition to all of this, try to create an atmosphere : a 
moody music is good (like this one), maybe play in the dark, 
etc... 

- Plan an average 1h30 of play for a first read of the rules. 


Your first steps in the solo RPG may be a bit slow and 
complicated since you are discovering it all. 


Don't worry : it is normal and you will gain in confidence and 
fluidity with time and practice. 
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OVERVIEW 


STRANGE K7 IN WEIRD ARCHIVES isa solo role-playing 
game, which means it is played alone. 

It is designed for horror stories, mysteries and conspiracies, to be 
played in episodic fashion like in a tv-serie or as a set of 
short-stories inside a shared universe. 


THE FIRST K/7, as explained earlier, is an "extract" from the 
complete game, SK7WA. 


Its structure will differ from the original game to allow a smooth 
curve of learning the rules, and alternate between explanation and 
game moments. 

The rules are also simplified to help the unfolding and learning. 
Really, the idea is to allow an easy and fun discovery, of the solo 
RPG as a whole and of SK7WA more precisely. 


Thus this game is aimed at beginners wondering where the hell 
they are, but also to more experienced and curious solo-rolist. 
| hope everyone will find something for them ! 


So, prepare the things needed to record the Testimony and notes, 
take the nearest notebook and grab your cork board, red string and 
pins ! 


And don't be scared : even if you are listening to the K7 all alone, 
even if you are not yet the Caretaker, the darkness of the Archives 
will know how to find you... 


What is a "K7" ? 
Since this game is French, I'm not sure the word K7 is used in 


other languages so just in case : K7 means Tape. 
(The name comes from a brand, as usual.) 


THE WRITING 

Some roles are gendered, and some are not. Change the pronouns, 
define them if needed, do what is more comfortable and logical 
for you. 


INFLUENCES 
The main inspiration is the podcast The Magnus Archive, to which 
SK7WA owns a lot. 


PODCAST - The anthology The NoSleep Podcast and weird 
urban-fantasy in Alice isn't Dead; 

TV SERIE - The conspiracies of The X-Files, the mad scientists 
in Fringe, and more recently Archive 81; 

UNIVERSE - The cosmic horror initiated by Lovecraft, but more 
importantly everyone that knew how to make it something 
more than a well-narrated-xenophobia; 
and the shared and sprawling universe of the SCP 
Foundation; 

RPG - Of course the modern and paranoiac horror of Delta Green. 


Take something to write, your character 
sheet, and turn off the light... 


HoH Pp Awa 


a 
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You were living your life quietly, and then 
something happened. 
Something supernatural, creepy, 
something which left a lot of 
unanswered questions. 


Read page after page and follow the instructions. 
Answer questions out loud or write it down. 


Who do you care about in your life ? 
Choose or roll 1d6 : "This person is..." 


1. Superior / Subordinate 
Kid / Grandchild 

New neighbor 

Fellow hobbyist 

Seller / Client 

Old rivalry 


YO WN 


You try to not bother them with your stories. 
Explain why you get along, or why they are important to you, or when you 
encountered them. 


Narrate out loud, take notes or record yourself. 


This way, it will force you to keep to your words and 
give weight to your actions. 


What is your job ? 

Choose a sector below or roll 2d4 and choose between the 2 
results. If your dice rolled the same, choose between this result and 
"Unemployea". 


Sectors _ : in square brackets, 3 Skills are proposed for each 
Sector, choose 1 and note it on your character sheet. 

Explain what you like in this job, or how you were hired by pure 
luck, or what you dream to do instead. 


1) ADMINISTRATION - You are a jurist, a paper pusher, 
business executive... 
[Smartphone; knowledge of the protocols; manipulation] 

2) WORKFORCE - You are a repairer, a construction worker, 
soldier... 
[Network of specialists; the right tool; self-control] 

3) RESEARCH - You area scientist, an engineer, assistant... 
[Object still in development; shady ethic; drugs] 

4) HEALTH - You are a service agent, medic, crime-scene 


cleaner... 
[Cleaning kit; hardened stomach; indebted contacts] 


Double) UNEMPLOYED - You left your job or were fired. 
How does it impact your life ? 
[Unexpected knowledge; old friends; resolute] 


THE 


You have heard about an Organization 
interested by the type of experiences you 


just lived, an Organization which might be 
able to record your Testimony. 


What Organization is it ? 

Choose the one you prefer below, or roll 2d4 and keep the one you 
prefer. If your 2d rolled the same result, choose between this 
result and the option "Indie". 


Why did you go see them ? 
Maybe someone talked to you about it ? Did you find it on the internet on 
some forums ? Or maybe you just found a flier ? 


What do you hope for after the Testimony ? 
Get rid of the horrible dreams ? Make this sensation of being followed go 
away ? Maybe find someone who believes you ? 


Double) INDIE - Asmall independent group without means. 
It is not an Organization properly speaking, rather a tiny 
club or a discussion group. They meet in the back of a 
restaurant, "Sutter's cane". 
- Duty: understand, oat help. 
- Motto: "That's life.. 
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1) UNIT 31 - Small under-funded FBI unit. 

Refer to the 31 Article from Freedom of Information Act. 
Although they are full of good faith and rather effective, 
they are considered like stooges or clowns. 

Duty : investigate unexplained cold-cases. 

Motto : "Seek truth" 


2) THE FOUNDATION - Sprawling private organization. 

ze The resources of this group are gigantic but their origins 
and real goal are a worrying mystery. 

Crazy rumors go around about the council which runs it... 
Duty : collect anomalies and hide them at all costs. 
- Motto: "Asilenti" (Through silence) 


3) THE 830 - Independent religious group. 
A, Although mainly christian, all faiths are accepted in this 
~ T ae group of exorcists, mages and other monster hunters, 
F because Evil is universal and any defeats are costly in 
RS : y 


x /) devotees' lives... 
(2) Duty : act to Divine's will, wash the Earth from Evil. 
Motto : "Qual é tuo nome ?" (What is your name ?) 


4) /REJ - Internet forum. 
Acommunity passionate by the supernatural, conspiracies 
and horrid tabloid news. Known by law enforcement to 
disturb investigations and harass the so-called culprits. 
Duty : kill the time, debate, discover THE truth. 
- Motto: originally "Recherches, énigmes, jeux" in french, 
which means "Research, enigma, games". 
But sub-groups have created their own variants : 
"Réponses, 6mancipations, justice" / "Answers, freedom, 
justice; "Je est Roi"/ "lis King"; "Romulus, Esculape, 
Janus"... 


THE 


You should start to have a character in mind, with some features. 
Now, you will ask 2 closed questions about you, which means 
they have only 2 possible answers, like Yes or no. 


In example 
Am I tall ? 


Do people think I'm an egoist person ? 
Do I always put my family first ? 


Ask the 1st question and assess the chance whether it be one 
answer rather than the other : 


- Probably Yes ? Roll 2d6 et keep the highest. 
- (One intwo chances ? Roll 1d6. 
- |Improbable ? Roll 2d6 et keep the lowest. 


Roll the dice as stated and use this table to know the answer : 


IN@) eua\el, oc 
No because... 


Yes but complications. 


Oui ! Et en votre faveur. 


This table is available in the 2d booklet and will help you to answer 
this kind of question. 


Explain the answer and develop it a little. 
Then ask your 2d question in the same way. 


Suggested questions 
1) Are my nights often disturbed by nightmares ? 


2) Do! usually walk alone to think ? 
3) Do people think I'm weird ? 
4) Dolownan apartment just for me ? 
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Leave it at that for the moment : this character needs room to 
evolve. 

Things will be more interesting if you discover little by little some 
aspects of their person. 

Don't hesitate to use the table for closed questions, whether it be to 
make a quick choice or create surpres ! 


Name et look 
Find a name and describe broadly how you look. 


In example 
I'm wondering if I care for my family. I think 


it's Probably yes 

I roll 2d6 and obtain 1 and 5, so I keep the 5: 
"VYeEsS: DUE." 

What comes to mind immediately : yes but my family 
however, they don't really care for me... 


You are now in the Organization's offices. 
Hot drink was offered to you and you 
are seated on an uncomfortable 
chair. 

On the other side of the basic desk, 
the person who will take your Testimony. 


The person in front of you swi'Lghaten 
a tape recorder and talks to you 


"Testimony n° El1=456Wabout the... 
How should I name it ?"” 
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TITLE 
What have you experienced, in a few words ? 


Your answer will become the title of the K7, a kind of a summary. 


- Do you already have an answer ? 
Then write the title, choose 2 key-words linked to this title 


based on the Strange Table and 1 from the Modifiers List, 
and then move on to the next page. 


- Otherwise, use the Strange Table opposite and follow those 
instructions : 


Roll two times 2d6 : the 1st d indicates the line and the 2d the 
column. Note the corresponding word. 


Also roll 1d12 to obtain a Modifier. 


Note the 3 words you obtained on your character sheet, in the 
section "Key-words". From now on, when we talk about Key-words, 
it is about those 3 words we are talking about. 


In example 
You rolled 3 and 1, so it means the Ist word of 


the 3rd column : Accident. 
And then the 1st word of the ist column : Face. 
And the Modifier rolled 3 : Abandoned. 


Assemble and play with those words to find a subject to your 
Testimony. 

Modify a word for a synonym, create associations of ideas... 
Those words are there to inspire you to find a title. 

They are here to help you, not to block you. 


This title has to please you and inspire you. It is this story you 
will narrate, the one you lived. 
Don't hesitate to re-use this list to give you ideas during the game ! 


Strange Table : 


Face Crawling | Accident | Authority Fly Memories 
LMSC s Death Friends Aggressive Weapon Runes 
Building Vague Animals Giant Tears Blood 

Smile Black Video Dreams Forgot Group 
Forest Misshapen | Statues Scream Sentiment Terror 
Escape Blank Rite Time Eyes Swarm 


Modifiers List : 


1. Transparent 7. Différent 

2. Dim 8. Narrow 

3. Abandoned 9. Large 

4. Broken 10. Intelligent 

5. Patched 11. Calm 

6. Sickly 12. Beautiful 
In example 


You rolled Accident, Face, Abandoned. 


The title could be "About the abandoned face after 
the accident". 

Or, less literal, "About why I don't look at 
people anymore since my operation". 

Or again, in a shorter way "About the wounds of my 
son." 


am 


THE FIRST 
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The Questioner note your summary and 
is about to let you talk freely, 
when somebody knocks on the door of the small 
room : he excuses himself and 
leaves you alone for a moment... 


Agame of SK7WA is divided into 4 Scenes, like in cinema:a 
scene of discussion, of combat... 
Ascene is usually centered around 1 main action. 


During each Scene you have to do 1 Action and a roll. 
You decide of your Action, roll some dice according to your 
advantages, and keep the best. 


- You can only do 1 Action per Scene. 

- You can do it whenever you want during the Scene. 

- As long as you haven't done your Action, the Scene 
cannot end. 


First you narrate the beginning of the Scene. Then, when you 
have a more precise idea of what's happening, choose what will be 
your Action. The outcome of this Action won't necessarily be for the 
best, but it's the fun part ! 


These are not the full rules, but it will be enough for now. 


LIST OF POSSIBLE ACTIONS 


= Risk, =, Study, 

(The "all-purpose" - Talk, 
action) - Help, 

- MOVE, - Endure, 

- Violence, ~ Crack 


While you wait for the Questioner, you 
remember your journey to come here 
now that you think about it, 
something strange happened. 


Describe the Scene, use the random tables to inspire you and the 
dice to answer closed questions. 


Once the situation is established, choose 1 Action from the list on 
the left : it's the Action of your character in the scene. 
Roll 2d6, keep the best and interpret the result : 


1-2 Failure in the worst ways. "No and..." 
You make the situation worse and your worries were exact. 


3-5 Partial success, "Yes but..." 
It costs you a lot but you obtained what you wanted. 


6 Total success ! "Yes and..." 
You obtain what you want and luck rewards you. 


Imagine you are filming a movie, and seeing the Scene from afar. 
The protagonists, decor, objects, light. 
You can zoom in, slow down, make ellipses... 


Always go for what looks the most interesting to you. 


In example 

I've rolled "Smile" and "Authority". 

On my way I crossed paths with a police officer 
with a strange look, a smile too wide on his lips. 
I choose the Action "Move" and quicken the pace. 

I rolled 4 : partial success. 

I successfully distance the strange man, but I 
have the impression to be followed... 
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All good, the Questioner made the Each Scene also have to incorporate 2 mandatory things : 
preparations, the tape recorder is on, - Use 1 Key-word, to include in your story, in one way or 
Introductions are made : another, (Except for the Scene 1) 
it will be up to you. - And 1 Action, like explained earlier. 


TRUTHS 


Your Actions may reward you with Truths. 
In the full game they act as "money", but here there only use is to 
know what consequences you will suffer at the very end of the 


You will narrate your Testimony in 4 Scenes, as the acts in a play, Testimony... 
which will increase the danger and intensity : 


- Scene 1 - Opening : you were ina familiar place Each Scene have to rise the pressure, add to the strangeness, 
while preparing something. Give some context. develop elements already here or create new clues. 
There is a first clue of the supernatural or danger, a detail Never forget that you came back alive 
which grabs your attention. and relatively intact. 


- Scene 2 - Tension: you acted in a concrete way. 
You investigate, you approach, flee or choose to ignore... 
Things are progressing, becomes more precise or worse. Summary of the 4 Scenes : 


. 1 Acti + 1 key- d. 
- Scene 3 - Face to face: you are in deep troubles. aul ee 


You have seen too much or not enough. 1. Opening : establish the context. 
It is the peak of the strange, of fear, of danger. Clues, details, questions. 

- Scene 4 - Conclusion: narrate how or why you 2. Tension : things get more precise, 
could come back from this experience. get worse. 


Or what push to come testify. Or again you talk about the 
consequences on yout life. 
Maybe you have some more details to add ? 3. Face to face : deep in trouble. 

Peak of the tension, horror, danger. 


Concrete Action, more elements. 


4. Conclusion : how you came back. 
Flight, specify, consequences. 
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We have already seen the basis of Actions previously : 
- You can only do 1 Action per Scene. 
- You can do it whenever you want during the Scene, 
- Asli 
- As long as you haven't done your Action, the Scene 
cannot end. 


Actions have to be used in accordance with their names : we do not 
use Study to attack an enemy. 


Additionally they also have : 
- aPrice, a penalty or effect to apply immediately, 
- anda Bonus, which only applies if you make a Total 
SUCCESS. 


CREATE YOUR DICE POOL 

When you have decided what Action you will do, you will need to 
know how much d6 you will roll, it is your Dice pool. 

Ask yourself those 3 questions : 


- Help _: Is there one or several elements on your character 
sheet which could help you ? 
If yes, add 1d6 to your Pool. 
Which ones ? Stage them after you rolled the dice. 


- Control _: Do you have the upper hand ? 
- If yes, add 1d6 to your Pool. 


- Stress_:Are you ready to make the situation worse ? 
If yes, add 1d6 to your Pool. 
You then suffer a Repercussion (cf. character sheet) and 
explain how things have gotten worse or more complicated. 


If various penalty force you to roll without d : 
Roll 2d6 and keep the worst. 


STATES 
States represent how the character loses their means. 
They can be physical or psychological, real or imaginary. 


When you suffer a State, circle on your character sheet the one 
best suited in the list : 


PHYSICAL EMOTIONS SITUATION PEOPLE 
Exhausted Enraged Disoriented Pursued 
Sick Panicked Numb Indebted 
Hurt Discouraged Fascinated Cursed 


- As soon as you suffer a State : 
Stage it. Explain why and how it impacts your actions. 


- For the rest of the game: continue to stage them ! \\ ) 
Try to use them to explain your failures or successes, take 4 
them into account to choose your Actions, etc... i 


Describe with your 5 senses : taste, smell, touch, hearing, sight. 


Which taste do you feel in your mouth ? What does this smell 


remind you of ? What do you feel on your skin ? How would you 
describe this scream ? What colors are you seeing ? 


In example 

You discover strange drawings on the floor 

you use "Study" to know what they are about. 

To succeed you accept Stress and choose a State 
"Numb". 


When you look at those drawings, a strange cold 
feeling creeps into your bones... 
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| MiB actzons Break, attack, force... 


¢ Price : suffer instantly 1 State . 


Here are the 8 Actions available. 
All of them have a Price you have to pay and a Bonus which you 
activate only on a Total success (So, when you do a 6.) 


o Bonus : note on your sheet an object. 
When you use them as a Help for your Pool, 
cross them out of your sheet. 


Of course, don't use the Action "Violence" to try and negotiate with Assisi inteitors: pieteek 


someone. 
But maybe if you want to ask things in a rough manner... * Price : if you use Stress for your Pool, 

it is the person you're trying to help who 
Act without knowing the risks... will suffer the consequences. 


o Bonus : note on your sheet an ally. 
When you use them as a Help for your Pool, 
or to avoid 1 State : cross them out 


une aE Investigate, analyze, remember... 


¢ Price : if you suffer a Stat, it has to be 


Use this Action if no others seem fitting. 


¢ Price : your Pool can't exceed 2d max. 
o Bonus : benefit from a Bonus of another Action. 


Travel, run, explore... one from PEOPLE. 
¢ Price : if you have to suffer a State, it has to be o Bonus : ask 1 important question to the die. 
from PHYSICAL or SITUATION. Explain how you learned it. 
o Bonus : during your movement, you have +1 Truth 
elena saw something, Survive, bear, stand up... 
+1 Truth. 
¢ Price : suffer instantly 1 State. 
E8838 Charm, threaten, ask for a favor... o Bonus : you can clear 2 States. 
¢ Price : lose immediately 1 Truth | BREAK | a 
or suffer 1 State from PEOPLE. ¢ Price : say what you fear the most in this 


Situation and let the dice tell you 


o Bonus : note on your sheet an ally. oa dteavorse than tial 
ow i ; 


When you use them as a Help for your Pool, 
or to avoid 1 State : cross them out. o Bonus : you clear 1 State, because the lack of 
details left in your mind are a mercy... 


@ 
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You take a deep breath and Ery| to_-putt-you | TEvaiestar teu 


The place was... 
hough ssaunie ride 


— ee ee 1. In a house, 1. Isolated, 
en 7 ft, == \ 2. In the nature, 2. Buried, 
————" a 3. At work, oie Hidden, 
No Key-words for this Scene. 4. In an alley, oe Ny 
5. In a store, 5. Brand new, 
Read over the start of your Testimony, the 3 Key-words, and 6. At.a Link's 6. Busy. 
try to imagine how all of this could have started. house. 
Choose one of the 3 lists opposite (or use all 3) and use the 
result to get started. You come to talk because you have... 
You can also lean on your job and the various elements established 
previously. 1. Saw... Ts York with... 
How will your Action will provoke your encounter with the ae EAC Ene |e Beats 
Strange ? 3. Heard... 9. Created... 
4. Killed... 10. Dreamed... 
Reminder of the unfolding 5. Work for... 11. Understand... 
- Establish the Scene. 6. Fight 12. A message to 
Use the dice to help you if needed. against... deliver... 


- Choose 1 Action and apply its Price, 
- Determine the Pool of dice you will roll, i 
- Roll your dice, and narrate the consequences in accordance Lists and random words are here to help you. 

with their result. If an answer is just confusing to you, slows you down too much 


or doesn't fit your state... Just ditch it ! 


To guide you 


Those ideas are to inspire, not to find answers. 


In example 
Describe the decor. You are used to walking alone at night, before 
No doubt it all started in a mundane place, somewhere familiar or during a going to sleep. You describe the city, your 
normal event. habits, why you like to walk... 


How do people act around you ? 


Whattimeis it? The question from the list says "The place was 


What do you see before your eyes ? buried” ¢ you trip on sameching: : 
What reassures you ? You want to dig : you look and only "Risk" looks 
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Something's off.. 
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Narrate using 1st person if you are comfortable with it. 


Don't hesitate to switch to the 3rd person or change the view point, 


make an ellipsis, summarize what's happening, etc... 


Choose 1 Key-word (Cf. your character sheet) and 
Include it in your narration of this Scene. 


Establish the Danger : 


To guide you 


1. Gang 7. Authority 
2. Stealing 8. Debt 

3. Poison 9. Government 
4. Corruption | 10. Trap 

5. Monster 11. Object 

6. Nature 12. Cultist 


In what manner does this Danger look surnatural, strange or mysterious ? 
How do you act regarding this anomaly ? 
What emotion does it make you feel ? 


How do other people around act themselves ? 
What do they think about the Action you will do ? 


Describe the decor, how objects break, what they remind you... 


And if an object being here would be interesting for the story : 
it will always be here. You are the narrator. 


In _ example 
Your Key-word is Giant. 


If you danger is "Nature", you can describe how 
those footprints keep getting bigger and bigger. 
Then you see something moving over the trees... 


If your danger is "Poison", you could visit your 
friend who's not giving any news for some time. 
When you step into her house, you realize the 
whole place is full of a strange mist... 
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Don't shy away from clichés for the characters : the best friend, the 
bimbo, a scientist, an enemy. 


If it makes sense, you can totally bring back characters. 
After that, try to make them logical, realistic, and give them some 
depth. 


tN 


You are cut short in 
Testimony : 


the Questioner looks a bit lost and 
looks straight into your eyes, almost like 
he was thinking you were... 


Lying ? 


Answer to the Questioner's question : 


1. 


«In what way does it Ts 
remind you of your 
childhood ? » 


«The scenery reminds you 


of your passion. 8. 
Why ? » 
«What in the furniture 9 
seemed out of place ? » , 
«This place reminds you 
of a previous difficult ‘ 
experience. a 
Which one ? » 
«With whom did you 11 
already live something 
ened 4 
similar ? » 12. 


« A harsh memory comes 
back to you. 

What lesson did you 
learn from that ? » 


your 


«What passed and seemingly 
innocuous events now take 
a whole different 
meaning ? » 


«Why do you think you 
should not be there ? » 


«How did you knew about 
this place/object/person ? 
Explain to me again... » 


«What emotion did you felt 
at first ? » 


.«When did you felt a 


Similar emotions ? » 


«You have already been here 
with someone who is not in 
your life anymore. 

Why ? » 
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"Fail forward." 
When you fail, don't block yourself, let the story unfold. 
It is the climax of your story, where you have gambled everything. Z) ¥ ep 
Choose 1 Key-word not yet used, and include it in your narration. Your investigation has failed and gave nothing ? Maybe you go knock 
your head out in a bar and stumble upon a witness by chance. Or 
Take your time to tell your story : it's an important moment, full of maybe you are kidnapped by people entangled in your case. 
tension and which could put your character in a lot of danger. 
Not every questions have to find an answer, and try not to add fo. eons 
too much new elements to avoid "overcharging" your story. 7G Gaetore gous Piiehe Ga. eke waeds cae Sinai mie 
In generla, go with what pleases you and sounds logical. oe 2 a 
: of sleep : 
To guide you But a worrying silouhette stand in your alley, wrapped 
What happened to the others ? in darkness... 
What drastically changed ? You are paralyzed by fear in front of this creature. 
What negative emotion do you feel ? You close your eyes and.. Choose the Action "Crack"... 


What would be your first reflex ? 


Describe the decor again, but emphasize what changed : broken things, 
signs of struggle... 

What do you feel ? Are you hurt somewhere ? What's behind you ? 

If you are facing a creature, think about its behaviour. 

What does it want ? Is it hungry ? Thirsty ? Does it want to flee ? Kill ? Did 
it chose to be there ? Or at least that's what you are assuming... 

What do you feel in front of it ? 

What betrays its supernatural nature ? What could make you doubt about 
it or helps you rationalize ? 

If you are facing an object or manifestation, think about how it affects 
its surrounding.. 

Why is it here ? Can your character guess or imagined the reason ? 

Who could have done that ? For what purpose ? According to you, was ita 
success ? 

Are you going to leave this place with a mark because of this encouter ? 
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Summary for complex Action 


- Narrate and do your usual roll, 
Include your last Key-word in your story. - Activate the "Complex Action" effect of the 


For this Conlusion, you will perform a Complex Action. a Bees 
- Narrate the consequences, but they don't end 


You will investigate on what happened to you, and this will take the Scene, 
some time. - Start over 2 times, 

- It is the 3rd roll which finally determine 
Complex Action the conclusion of you complex Action, 
For efficiency and speed's sake, most of the Action roll you will do - Suffer 1 State, because you have ended your 
are resolved in one go, like you are doing from the start. complex Action. 


Those are "Simple" Actions. 


But if you want to simulate a fierce fight, a trip of several days or a =e ; : : F 
long-running investigation, maybe it's not totally logical that your If you keep failing again and again, that things are starting to bore you 


Action resolve in a single roll of dice : out or becomes frustrating ‘ cheat ! 
those may be considered "Complex" Actions. It's your game, your Testimony, you know best ! 


For this, suffer 1 State at the end of the complex Action, and do 
like did for the Simple Action but 3 time : tH 


Consitute your Pool, throw the dice, keep the best, then explain Tam investiGatiing on the bu reine: iim 
how the situation have change. so that's Styudy. 


And start over 2 more time. I choose to suffer the Fascinated State, to 


When you perform a Complex Action, you also apply the effect Bema ae thy tao ae 
“Complex Action" on a 3 to 6 results, cf. Game aids. 


xampl 


[4] Partial success, I am searching on the 
. internet and gain 1 Truth. 

To guide you 

What did you discovered during the investigation ? 
Who did you asked questions ? 


[6] Total success, I steal documents and 
assure myself that nobody have seen me. 


How far are you willing to go ? [2] and a Failure, an "questioning" devolve into 
What will you take away from all this ? a fight and I injure someone badly... 
Do you think talking about it did you any good ? 


What do you plan to do now ? At the end of the investigation the chances are 
high that I'm being wanted and seen as a 


dangerous person : I suffer the "Pursued" State. 
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If you have 10 Truths or + : roll 3d6 et keep the highest. 

If you have 5 Truths or +: roll 2d6 et keep the highest. 

iN e) EN EW =3Z wah ialsfe)ees| roll 2d6 et keep the lowest. 

Then roll your dice to see how this introduction concludes itself : 
- 1 : Through the looking glass. 


You cross paths again with something tied to your bizarre 
experience. Explain in what way this confirm your fears and how 


You are done talking. you try not to get involved. 
The man looks older than when - 2-3 : Sanction. 
peu entered: You are distractedd at work and it shows. Your bosses 
You are now alone in the room. gives you a strange or demeaning task to do. 


This task reminds you of you weird experience : 
narrate what is it and why. Could it be they are... ? 


- 4-5 : Fall under. 
You are overwhelmed by the questions that piles up. 


The door is open. Not a sound. 
It was your first K7. 


VMOUNCOne sone Mmenesmight and the cold. 


No matter the season or the hour you Suffer a psychological State and explain in what ways Pp | 
Poon commmene Organization's office : | does it impact your everyday life. q 
Peo niigat and cold. - 6: A talk. 


Your Link invite you to grab a drink. Explain why this person 
is worried about you and how what you are keeping away 
from them is impacting your relationship... 


MeMmaaop Into a chair and think 
back to everything that 
just happened... 


In example 
I answered Yes to 4 questions, bringhin my Truths to 6. 
So 2d6 and keep the highest. 


I rolled 2 : Sanction. Psychologist, my absence was 


noticed by my associates : they let me call back 
everyone of my patients and apologize. 
Answer thos questions : for every "Yes", win 1 Truth. Several time, I have the weird impression the person on 
- Did you learn an important thing ahourihe word? the other end of the phone talks like the Creature... 
- Was there a tangible proof of the supernatural ? My Link calls to drink a coffee together and Talk. 
4 Was the danger neutralized ? She tells me my ex-wife is worried about me. I'm trying 
- Do you think you undestand what happened ? to reassure her about my sudden disappearance of 


several weeks. She stares at me silently... 


Add those Truths to the one gained during play. 
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This was your first K7. 
But maybe not the last one. 


And voila, you're first Testimony is done ! 


The whole game will let you play as the Caretaker of the 
recordings, working for one of the Organizations mentioned at the 
start. 

You will be able to use this character back and let them discover 
far more strange things. 

You will hear many other Testimonies, all intriguing in their own 
ways, and maybe go up the track of complex Cases. 


Becoming Caretaker means you will listn to the Testimonies of 
others : the rules will allow you to create Witnesses and narrate 
their stories. 

Sometimes, their experience will be just an anecdote. Other times, 
the horrors they have seen might rush right back at you... 


Nonetheless, you need to keep your life outside in order too, 
outside the K7, the Archives and the Organization. 

Your social Links will be as much well-deserved peaceful moments 
as additional risks against the darkness of your office... 


What's hiding the Witness ? What is this 
creature ? What is the Organization up to ? 
Why are you here ? Are you safe ? 

Who are the Maras ? Or what ? 

Buc eloowe lil... 


What lurks in the shadows of 
the rooms inert ae 
Archives ? 
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